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BEST AVAILABLE IMAGES 

Defective images within this document are accurate representations of 
the original documents submitted by the applicant. 

Defects in the images may include (but are not limited to): 

• BLACK BORDERS 

• TEXT CUT OFF AT TOP, BOTTOM OR SIDES 

• FADED TEXT 

• ILLEGIBLE TEXT 

• SKEWED/SLANTED IMAGES 

• COLORED PHOTOS 

• BLACK OR VERY BLACK AND WHITE DARK PHOTOS 

• GRAY SCALE DOCUMENTS 

IMAGES ARE BEST AVAILABLE COPY. 



As rescanning documents will not correct images, 
please do not report the images to the 
Image Problem Mailbox. 
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CLAIMS 



1 . A learning system for learning learning contents, comprising 

means (21) which cause a visual presentatiorr such as a computer 
game, a television film or a video game (3, 20) to rumon a display screen, 

means (25) which call up learning contents/o be learnt from a learning 
material memory (26), and 

means (23) which introduce the learning contents into a region of the 
visual presentation on the display screen (3,^0). 



2. A learning system as set forth in cl9tfTnl characterised in that 
there are provided means (21) which /nterrupyihe yisual presentation during 
the introduction of a learning content. 




3. A learning system /as fedl forth in o'heLjiif- claims 1 and 2 
characterised in that there are provided means (24) which control the learning 
system with evaluation of data inputted by way of an input device (28). 



4. A method of learning learning contents in which learning 
contents are displayed on/a display screen, characterised in that the learning 
contents are introduced into a visual presentation running on a display screen 
(3, 20), such as a comp/uter game, a television film or a video game. 

5. A mellhod as set forth in claim 4 characterised in that the 
learning program /alls up learning contents from a learning material memory. 



6. A method as set forth in claim 4 or claim 5 characterised in that 
the individual learning contents are introduced at time intervals from 
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each other, wherein the introduction period a learning content is 

substantially shorter than the time period ytoetween two successive 
introductions of learning contents. 

7. A method as set forth in y6ne of claims 4 through 6 

characterised in that the introduction period is shorter than 1 second, 

preferably shorter than 0.2 second, ^d preferably shorter than the 
perception threshold. 



8. A method as set fo 
characterised in that the tim 



introductions of individual portion^? of lea 
between 1 second and 10 second 




in one of claims 4 through 7 
nterval Js^t^een the successive 




:ents is in the range of 



9. A method as s§ft forjrfi j/f one of \claims 6 through 8 
characterised in that the tim^ intejh/^ and the introobction period of the 
learning contents are settabl^^ by the user. 

10. A method a,h set forth in one of claims 4 through 9 
characterised in that the^ introduction or display of a learning content is 
effected when the visua/presentation is stopped. 



11. A method as set forth in one of claims 4 through 10 
characterised in tha^c the learning content which is called up out of the 
learning material memory (5, 26) is played into a buffer memory from 
which it is introdyuced one or more times into the visual presentation 
running on the display screen (3, 20). 



12. A /method as set forth in one of claims 4 through 11 
characterised j/h that the introduction of the learning content is effected 
into a stationary area or a moving area which follows an event of the 
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visual presentation running on the display scyeen (3, 20), wherein the 
area can be visible or invisible. / 

13. A method as set forth in claim 12 characterised in that the 
learning content is displayed in the aifea continuously or blinking or 
flashing, and/or is displayed flowing intp the area in pixel-wise or letter- 
wise mode. / 

14. A method as set forth /n claim 13 characterised in that the 
nature of the display can be selected and set in respect of time by the 
user. / y/^ 

15. A method as sey forth in >6ne /<5f\claims 4 through 14 
characterised in that for learning a foreign lapfguag^the learning contents 
which represent one or more/vords of tme foreign larrguage are introduced 
in the form of labelling or inscriptions on actions or objects present in the 
visual presentation, and / preferably the learning contents are also 
introduced acoustically in fhe form of speech. 

16. A method/ as set forth in one of claims 1 through 15 
characterised in that Storage of the learning contents is effected in a 
plurality of learning card file compartments and that the learning contents 
can be stored, wherein a known learning content is advanced into a 
learning card file aompartment with a higher degree of knowledge, and 
wherein the learn/ng contents of the learning card file compartment with 
the highest degree of knowledge are no longer introduced into the visual 
presentation onkhe display screen (3, 20). 

17. fil method as set forth in one of claims 1 through 16 
characterised/in that the learning contents stored in the learning material 
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memory (6, 26) are variable in respect of cont|ent and/or graphic 
configuration. / 

18. A method as set forth in one o/ claims 1 through 17 
characterised in that when clicking on an object/represented by the visual 
presentation, a learning content associated wibn said object or said action 
is introduced into the visual presentation. / 

19. A program logic of a learning>program which displays learning 
contents on a display screen, characterised in that the learning contents 
are introduced into a visual presentatio/ running on the display screen (3, 
20) such as a computer game, a television film or a video game. 

20. A program logic as seyforth iryclairrfi 19 characterised in that 
the learning program calls up lea/ning coritentslfrom a learning material 
memory. / ^ — 

21. A program log/c as set forth in claim 19 or claim 20 
characterised in that the inyflividual learning contents are introduced at 
time intervals from each yother, wherein the introduction period of a 
learning content is substai/tially shorter than the time period between two 
successive introductions of learning contents. 

22. A program logic as set forth in one of claims 19 through 21 
characterised in that/the introduction period is shorter than 1 second, 
preferably shorter /han 0.2 second, and preferably shorter than the 
perception thresholp. 

23. A pj/ogram logic as set forth in one of claims 19 through 22 
characterised in that the time interval between the successive 
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introductions of individual portions of learning contents is in the range of 
between 1 second and 10 seconds. / 

24. A program logic as set forth in one of claims 21 through 23 
characterised in that the time interval and the introduction period of the 
learning contents are settable by the user. / 

25. A program logic as set forth in one of claims 19 through 24 
characterised in that the introduction ybr display of a learning content is 
effected when the visual presentation/is stopped. / 

26. A program logic as set forth in jor^e of/claims 19 through 25 
characterised in that the learnj/g content^hich ii called up out of the 
learning material memory (6726) is played into a\buffer memory from 
which it is introduced one yor more times into the visual presentation 
running on the display screem (3, 20). 

27. A program ylogic as set forth in one of claims 19 through 26 
characterised in that tone introduction of the learning content is effected 
into a stationary are4 or a moving area which follows an event of the 
visual presentation /unning on the display screen (3, 20). 

28. A program logic as set forth in claim 27 characterised in that 
the learning content is displayed in the area continuously or blinking or 
flashing, or is/ntroduced in pixel-wise or letter-wise mode. 

29. /a program logic as set forth in claim 28 characterised in that 
the nature/of the display can be selected and set in respect of time by the 
user. / 
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30. A program logic as set forth in one of claims/19 through 29 
characterised in that for learning a foreign language the learning contents 
which represent one or more words of the foreign language are introduced 
in the form of labelling or inscriptions on actions or objects present in the 
visual presentation, and preferably the learniryq contents are also 
introduced acoustically in the form of speech. 



31. A program logic as set forth in ohe of claims 19 through 30 
characterised in that a learning content/display module (8) and a 
computer game program module (7) are ornbedded in a jcommon control 
program (12). 



32. A program logic as set foith in ciajJfVi 3l\characterised in that 
the common control program (12) ^epresenji^ grap\(c user interface on 
the display screen (3). 




33. A program logic set forth in one of claims 19 through 30 
characterised in that a learnii/g content display module is interwoven with 
a computer game program arid is called up out of same (Figure 4). 



34. A program logic as set forth In one of claims 19 through 33 
characterised in that ythe program logic stimulates learning card file 
compartments in whim the learning contents can be stored and that the 
learning contents afe called up by a checl<ing program module (9), 
wherein a known /earning content is advanced into a learning card file 
compartment witK a higher degree of knowledge and wherein the learning 
contents of theylearning card file compartment with the highest degree of 
knowledge ara^ no longer introduced into the visual presentation on the 
display screen (3). 
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35. A program logic as set forth in on^of claims 19 through 34 
characterised in that the learning contents smred in the learning material 
memory (6, 26) are processable with an /ditor program module (10) in 
respect of content and/or graphic configyratra^ 

36. A program logic as set/^th/^n one of claims 19 through 35 
characterised in that when clickinq^^f^ bbject represented by the visual 
presentation a learning content afesociatecKwith said object or said action 
is introduced into the visual /presentation and preferably the learning 
content is also introduced acoustically in the form of speech. 
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